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1
GRAPHICS PROCESSING USING
TWO-DIMENSIONAL SCISSOR REGIONS

TECHNICAL FIELD

This disclosure relates to graphic processing.

BACKGROUND

Graphics processing devices may be configured to render
images generated by video game applications, spread sheet
applications, applications that display pictures, and other
applications that generate viewable images. A graphics pro-
cessing device may be configured to render objects of the
generated viewable images in accordance with various speci-
fications. In general, an object may refer to a portion of an
image. As one example, a graphics processing device may be
configured to render objects in accordance with the OpenVG
specification. The “OpenVG Specification, Version 1.1,” was
released in December 2008 and is publicly available.

Techniques described in the OpenVG specification may be
applicable to process graphics for two dimensional (2-D)
images. The OpenVG specification describes scissor regions.
Objects that are partially or fully within the scissor regions
may be processed for display. Objects that are partially or
fully outside the scissor regions may not be displayed, and
may therefore not be processed. Hence, rendering of objects
in a graphics processing device may involve management of
the objectives relative to scissor regions.

SUMMARY

In general, aspects of this disclosure are related to trans-
forming two dimensional (2-D) coordinates of one or more
scissor regions into coordinates that include more than two
dimensions, e.g., 3-D coordinates or 4-D coordinates. At least
one of the transformed coordinates may be a value indicative
of a scissor region, e.g., the z coordinate of the 3-D or 4-D
coordinates. A processor may store the value indicative of the
scissor region in a scissor buffer without needing to repeat-
edly clear the scissor buffer. One example of the processor is
a graphics processing unit (GPU).

In one example, aspects of this disclosure are directed to a
method comprising receiving, with a graphics processing unit
(GPU) that is configured to receive only two dimensional
(2-D) coordinates, 2-D coordinates of a scissor region, trans-
forming the 2-D coordinates of the scissor region into coor-
dinates that include more than two dimensions, storing a
value indicative of the scissor region in one or more storage
units of a scissor buffer based on the coordinates that include
more than two dimensions.

In another example, aspects of this disclosure are directed
to an apparatus comprising a scissor buffer, a first unit con-
figured to receive two dimensional (2-D) coordinates of a
scissor region, wherein the first unit is configured to receive
only 2-D coordinates, and a second unit configured to trans-
form the 2-D coordinates of the scissor region into coordi-
nates that include more than two dimensions, and store a
value indicative of the scissor region in one or more storage
units of the scissor buffer based on the coordinates that
include more than two dimensions, wherein at least one of the
first unit and the second unit is formed at least partially in
hardware.

In another example, aspects of this disclosure are directed
to an apparatus comprising means for receiving two dimen-
sional (2-D) coordinates of a scissor region, wherein the
means for receiving is configured to receive only 2-D coor-
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dinates, means for transforming the 2-D coordinates of the
scissor region into coordinates that include more than two
dimensions, and means for storing a value indicative of the
scissor region in one or more storage units of a scissor buffer
based on the coordinates that include more than two dimen-
sions, wherein at least one of the means for receiving, trans-
forming, and storing is implemented at least partially in hard-
ware.

In another example, aspects of this disclosure are directed
to a computer-readable storage medium comprising instruc-
tions that cause one or more processors, upon reception of
two dimensional (2-D) coordinates of a scissor region, to
transform the 2-D coordinates of the scissor region into coor-
dinates that include more than two dimensions, and store a
value indicative of the scissor region in one or more storage
units of a scissor buffer based on the coordinates that include
more than two dimensions, wherein the one or more proces-
sors are configured to receive only 2-D coordinates.

The details of one or more examples are set forth in the
accompanying drawings and the description below. Other
features, objects, and advantages will be apparent from the
description and drawings, and from the claims.

BRIEF DESCRIPTION OF DRAWINGS

FIG. 1 is a block diagram illustrating a device including a
graphics processing unit (GPU) that may be configured to
implement aspects of this disclosure.

FIG. 2A is a graphical diagram illustrating a value indica-
tive of a first scissor region stored in storage units of a scissor
buffer.

FIG. 2B is a graphical diagram illustrating a value indica-
tive of a second scissor region stored in storage units of the
scissor buffer after a GPU performs clipping on objects or
portions of objects relative to the first scissor region.

FIG. 3 is a block diagram illustrating example units of the
GPU, of FIG. 1, in further detail.

FIG. 4 is a flow chart illustrating an example operation of a
GPU.

FIG. 5 is a flow chart illustrating another example opera-
tion of a GPU.

DETAILED DESCRIPTION

Aspects of this disclosure may be directed to rendering
viewable images on a screen. One or more processors may
generate the images in response to one or more instructions
executed by the processors. The images may be formed by
one or more objects. The one or more object may be consid-
ered as primitives and may be formed as triangles, rectangles,
or other types of polygons.

Insome instances, not all of the objects may be viewable on
the screen. For example, objects or portions of objects whose
coordinates reside outside of the screen may not be viewable.
Also, one or more scissor regions may define viewable areas
onthe screen. Objects or portions of objects that are within the
one or more scissor regions may be viewable. Objects or
portions of objects that are outside the scissor regions may be
clipped and not viewable.

The one or more scissor regions may be defined by the one
or more processors. The one or more processors may also
define the ordering of the one or more scissor regions. The
scissor regions may be rectangles, triangles, circles, ovals, or
other shapes. The scissor regions may only comprise two
dimensions. The vertex coordinates of the scissor regions
may be two dimensional (2-D) coordinates, e.g., (X, y).
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In aspects of this disclosure, the one or more processors
may retrieve vertex coordinates for each vertex of a scissor
region, of the one or more scissor regions. The one or more
processors may transform the vertex coordinates from 2-D
into coordinates that include more than two dimensions, e.g.,
3-D or 4-D coordinates. For example, the one or more pro-
cessors may transform the (X, y) coordinates into (X, y, 7)
coordinates, e.g., 3-D coordinates, or (X, y, Z, W) coordinates,
e.g., 4-D coordinates. As one example, to transform the 2-D
coordinates to 3-D coordinates or 4-D coordinates, the one or
more processors may multiply the retrieved 2-D coordinates
with a transform matrix to convert the 2-D coordinates into
3-D coordinates or 4-D coordinates.

The one or more processors may then store a value indica-
tive of the scissor region in a scissor buffer. In some examples,
the one or more processors may store the value indicative of
the scissor region in one or more storage units of the scissor
buffer based on the coordinates that include more than two
dimensions, e.g., based on the 3-D coordinates or 4-D coor-
dinates. The scissor buffer may be 2-D matrix of storage units,
where the 2-D matrix of storage units is approximately the
same size as the screen upon which the objectis displayed. As
one example, the value indicative of the scissor region may be
the z coordinate of the transformed coordinates.

After storing a value indicative of the scissor region, the
one or more processors may determine which objects or por-
tions of objects reside within that scissor region. The one or
more processors may clip objects or portions of objects that
reside outside that scissor region. The one or more processors
may store objects or portions of objects that reside within that
scissor region in a color buffer. Similar to the scissor buffer,
the color buffer may be a 2-D matrix of storage units, where
the 2-D matrix of storage units is approximately the same size
as the screen upon which the object is displayed.

The one or more processors may then repeat the above
steps for each scissor region. However, for each scissor
region, the value indicative of that scissor region may be
different. For example, the value indicative of a scissor region
may be 1. For another scissor region, the value indicative of
that scissor region may be 2, and so forth for each scissor
region.

FIG. 1 is a block diagram illustrating device 2 that may be
configured to implement aspects of this disclosure. Examples
of device 2 include, but are not limited to, mobile wireless
telephones, personal digital assistants (PDAs), video gaming
consoles that include video displays, mobile video conferenc-
ing units, laptop computers, desktop computers, television
set-top boxes, and the like. Device 2 may include host pro-
cessor 4, graphics processing unit (GPU) 6, display 8, display
buffer 10, storage device 12, transceiver module 14, and user
interface 16. Device 2 may include additional modules or
units not shown in FIG. 1 for purposes of clarity. For example,
device 2 may include a speaker and a microphone, neither of
which are shown in FIG. 1, to effectuate telephonic commu-
nications in examples where device 2 is a mobile wireless
telephone. Furthermore, the various modules and units shown
in device 2 may not be necessary in every example of device
2. For example, user interface 16 and display 8 may be exter-
nal to device 2 in examples where device 2 is a desktop
computer.

Host processor 4 may execute one or more applications.
Examples of the applications include web browsers, e-mail
applications, spreadsheets, video games, or other applica-
tions that generate viewable objects for display. Instructions
for execution of the one or more applications may be stored
within storage device 12. In some instances, host processor 4
may download the one or more applications via transceiver
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module 14. Host processor 4 may execute the one or more
applications based on a selection by a user via user interface
16. In some examples, host processor 4 may execute the one
or more applications without user interaction.

Examples of host processor 4 include, but are not limited
to, a digital signal processor (DSP), general purpose micro-
processor, application specific integrated circuit (ASIC), field
programmable logic array (FPGA), or other equivalent inte-
grated or discrete logic circuitry. Storage device 12 may com-
prise one or more computer-readable storage media.
Examples of storage device 12 include, but are not limited to,
a random access memory (RAM), a read only memory
(ROM), an electrically erasable programmable read-only
memory (EEPROM), CD-ROM or other optical disk storage,
magnetic disk storage, or other magnetic storage devices,
flash memory, or any other medium that can be used to carry
or store desired program code in the form of instructions or
data structures and that can be accessed by a computer or a
processor.

In some aspects, storage device 12 may include instruc-
tions that cause host processor 4 and/or GPU 6 to perform the
functions ascribed to host processor 4 and GPU 6 in this
disclosure. Accordingly, storage device 12 may be a com-
puter-readable storage medium comprising instructions that
cause one or more processors, e.g., host processor 4 and/or
GPU 6, to perform various functions.

Storage device 12 may, in some examples, be considered as
a non-transitory storage medium. The term “non-transitory”
may indicate that the storage medium is not embodied in a
carrier wave or a propagated signal. However, the term “non-
transitory” should not be interpreted to mean that storage
device 12 is non-movable. As one example, storage device 12
may be removed from device 2, and moved to another device.
As another example, a storage device, substantially similar to
storage device 12, may be inserted into device 2. In certain
examples, a non-transitory storage medium may store data
that can, over time, change (e.g., in RAM).

Examples of user interface 16 include, but are not limited
to, a trackball, a mouse, a keyboard, and other types of input
devices. User interface 16 may also be a touch screen and may
be incorporated as a part of display 8. Transceiver module 14
may include circuitry to allow wireless or wired communica-
tion between device 2 and another device or a network. Trans-
ceiver module 14 may include modulators, demodulators,
amplifiers and other such circuitry for wired or wireless com-
munication.

Upon execution of one or more applications, host proces-
sor 4 may generate viewable images to be displayed on dis-
play 8. The viewable images may be formed as one or more
objects. The one or more objects may be considered as primi-
tives and may be formed as triangles, rectangles, or other
types of polygons. Each one of the objects may include one or
more pixels of display 8. However, not all of the one or more
objects may be displayed. As described in more detail below,
some objects or portions of objects may be clipped. The
clipped objects or portions of objects may not be displayed.

Host processor 4 may also be configured to assign pixel
values to each of the vertices of the objects. The pixel values
may include various components. For example, the pixel
values may include the 2-D coordinates of the vertices, color
values of the vertices, transparency values of the vertices, and
texture coordinates of the vertices. The pixel values need not
include all of the above component examples, in every aspect
of this disclosure.

The color values may be defined by three components: a
red component, a green component, and a blue component,
e.g., RGB components. In some examples, the color values
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may also include a transparency value which may indicate the
transparency of the pixel. Texture coordinates may be defined
by horizontal and vertical coordinates.

In example aspects of this disclosure, vertices of the
objects may be defined in only two-dimensional (2-D) coor-
dinates, e.g., by an x-coordinate and a y-coordinate repre-
sented as (X, y) coordinates. For example, host processor 4
may define vertices of the objects in only 2-D coordinates.
The 2-D coordinates may be 2-D coordinates of display 8.

Furthermore, in some examples, host processor 4 may also
define one or more scissor regions. The one or more scissor
regions may define viewable areas on display 8. For example,
for a given scissor region, objects or portions of objects that
reside within the given scissor region may be rendered for
display on display 8. Objects or portions of objects that reside
outside the given scissor region may be clipped, and may not
be rendered for display on display 8.

The scissor regions may be formed as triangles, rectangles,
or other types of polygons. For purposes of illustration,
aspects of this disclosure are described in the context of the
scissor regions being rectangles. However, aspects of this
disclosure are not limited to the use of rectangles as scissor
regions. Rather, aspects of this disclosure include scissor
regions of any shape such as triangles or other types of poly-
gons.

In example aspects of this disclosure, the vertices of the
scissor regions may also be defined in only 2-D coordinates.
For example, host processor 4 may define vertices of the
scissor regions in only 2-D coordinates, e.g., (X, y) coordi-
nates. Similar to the 2-D coordinates for the objects, the 2-D
coordinates of the scissor regions may be 2-D coordinates of
display 8.

Display 8 may comprise a liquid crystal display (LCD), a
cathode ray tube (CRT) display, an organic light emitting
diode (OLED) display, a plasma display, or another type of
display device. Display 8 includes a plurality of pixels
arranged horizontally and vertically in a 2 dimensional (2-D)
pixel array. Each pixel of display 8 may be identifiable by its
2-D coordinate, e.g., (X, y) coordinates. For example, the
pixel located at the top-left corner of display 8 may be iden-
tified as the pixel located at (0, 0). The pixel immediately to
the right of the pixel located at (0, 0) may be identified as the
pixel located at (1, 0). The pixel immediately below the pixel
located at (0, 0) may be identified as the pixel located at (0, 1).
Other pixels of display 8 may be similarly identified. The
example locations of the pixels are described for illustration
purposes only. In some examples, the pixel located at (0, 0)
may be at the bottom-left, top-right, bottom-right, or any
other pixel location of display 8.

In some examples of this disclosure, host processor 4 may
transmit the 2-D coordinates for the one or more scissor
regions and the 2-D coordinates for the one or more objects to
GPU 6. GPU 6 may be configured to receive only 2-D coor-
dinates, and may not be configured to receive coordinates in
any other dimension. For example, software executing on
GPU 6 may be configured to only receive 2-D coordinates.

GPU 6 may be configured to process the one or more
scissor regions and objects for display on display 8. For
example, as described in more detail below, GPU 6 may clip
objects or portions of objects that reside outside the one or
more scissor regions. For the objects or portions of objects
that reside within the one or more scissor regions, GPU 6 may
generate pixel values for the pixels encompassed by the
objects or portions of objects that reside within the one or
more scissor regions.

Similar to host processor 4, examples of GPU 6 include,
but are not limited to, a DSP, a general purpose microproces-
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sor, an ASIC, an FPGA, or other equivalent integrated or
discrete logic circuitry. Furthermore, although shows as sepa-
rate units in FIG. 1, in some examples, GPU 6 may be formed
as part of host processor 4.

GPU 6 may be configured to transform the received 2-D
coordinates for the one or more scissor regions into coordi-
nates that include more than two dimensions, e.g., 3-D coor-
dinates or 4-D coordinates. For example, GPU 6 may trans-
form the (%, y) coordinates for all of the vertices of each
scissor region into (X, y, z) coordinates, e.g., 3-D coordinates,
or (X, y, Z, W) coordinates, e.g., 4-D coordinates. For the 3-D
coordinates and the 4-D coordinates, the z coordinate may
represent a “depth” of the scissor region. The term “depth” is
utilized for ease of understanding. However, because the scis-
sor regions are defined in 2-D coordinates, the term “depth”
should not be interpreted in a limiting manner to require that
one scissor region is further away relative to other scissor
regions.

For the 4-D coordinates, the w coordinate may form a part
of'a homogenous coordinate system. The w coordinate value
may be a divisor for the X, y, and z coordinate values to aid in
rendering coordinates that are infinitely far away. In aspects
of this disclosure, the w coordinate value may generally be
one (1) because scissor regions are defined in 2-D coordi-
nates, and are therefore not infinitely far away. For purposes
of illustration, aspects of this disclosure are described where
the w coordinate value is one. However, aspects of this dis-
closure need not be so limited. As one non-limiting example,
if the w coordinate value is two, the values of the X, y, and z
coordinates may be scaled by two. In general, in examples
where the w coordinate value is different than one, the values
of'the x, y, and z coordinates may be scaled by the value of the
w coordinate. In examples where the 2-D coordinates are
transformed to 3-D coordinates, the w coordinate may not be
needed.

In some examples, GPU 6 may assign a numerical identi-
fier to each of the one or more scissor regions. For example,
the numerical identifier for a first scissor region may be 1. The
numerical identifier for a second scissor region may be 2, and
so forth. In aspects of this disclosure, it may not be necessarily
important which scissor region is identified as 1, 2, and so
forth, provided that each scissor region is individually iden-
tified with a unique numerical identifier.

In some alternate examples, it may be important which
scissor region is identified as 1, 2, and so forth. In some
instances, GPU 6 may assign the numerical identifier based
onthe order in which GPU 6 received the scissor regions from
host processor 4. In these instances, host processor 4 may
order the scissor regions, e.g., from the back-most scissor
region to the front-most scissor region, or vice-versa. In these
examples, GPU 6 may assign numerical identifiers based on
the order of the scissor regions. As one example, GPU 6 may
assign the numerical identifier of 1 to the back-most scissor
region, the numerical identifier of 2 to the next back-most
scissor region, and so forth. As an alternate example, GPU 6
may assign the numerical identifier of 1 to the front-most
scissor region, the numerical identifier of 2 to the next front-
most scissor region, and so forth.

In some aspects of this disclosure, the back-most scissor
region may be overlapped by other scissor regions, but may
not overlap any other scissor regions. The next back-most
scissor region may overlap the back-most scissor region, and
may be overlapped by other scissor regions; however, such a
situation may not be necessary in every example. The front-
most scissor region may not be overlapped by any other
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scissor region, and may overlap one or more other scissor
regions. However, as before, this may not be necessary in
every example.

To transform the 2-D coordinates of a scissor region into
coordinates that include more than two dimensions, e.g., 3-D
coordinates or 4-D coordinates, GPU 6 may multiply the 2-D
coordinates of the vertices of the scissor region with a 3-D
transform matrix or a 4-D transform matrix, respectively. In
some examples, the 3-D transform matrix may comprise a
3x3 matrix, and the 4-D transform matrix may comprise a
4x4 matrix.

One example of the 4-D transform matrix is

o O O
o O = O
o o= O O
—_ (=R ]

173333

where “1” equals the numerical identifier for a scissor region.
One example of the 3-D transform matrix is

—_—
[

==
~ D D
[

173333

where “i”” equals the numerical identifier for a scissor region

As described above, to transform a scissor region defined in
2-D coordinates to a transformed scissor region defined in
3-D coordinates or 4-D coordinates, GPU 6 may multiply the
2-D coordinates with the 3-D transform matrix or the 4-D
transform matrix, respectively. The 2-D coordinates may be
considered as a matrix of 1x2, e.g.,

For example, assume that the vertex coordinates for a rectan-
gular scissor region are as follows: (x1,y1), (x1,y2), (x2,y1),
and (x2, y2). In this example, the 1x2 matrix for each vertex
coordinate is:

bbb 2]

respectively.

However, mathematically, it may not be possible to multi-
ply a 1x2 matrix with a 3x3 matrix, e.g., the 3-D transform
matrix, or with a 4x4 matrix, e.g., the 4-D transform matrix.
To allow multiplication between 2-D coordinates and the 3-D
transform matrix or 4-D transform matrix, GPU 6 may
include additional values, along with the 2-D coordinates, to
create a new matrix which may be multiplied with a 3x3
matrix or with a 4x4 matrix. In examples where GPU 6 is
configured to multiply the 2-D coordinates with a 4x4 trans-
form matrix, GPU 6 may include additional values in the 1x2
matrix to form a 1x4 matrix. One example of the 1x4 matrix
is
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where x and y are the x and y coordinates of a vertex of a
scissor region. In this example, the additional values, added to
the 1x2 matrix to form the 1x4 matrix, are 0 and 1.

It is mathematically possible to multiple a 1x4 matrix with
a 4x4 matrix. The result of the multiplication is a 1x4 matrix.
For example, the multiplication of

_ O = R

with the

o o O
o D = O
= = B =]

o O

4-D transform matrix results in the following matrix:

[

Inexamples where GPU 6 is configured to multiply the 2-D
coordinates with a 3x3 transform matrix, GPU 6 may include
an additional value in the 1x2 matrix to form a 1x3 matrix.
One example of the 1x3 matrix is

where x and y are the x and y coordinates of a vertex of a
scissor region. In this example, the additional value, added to
the 1x2 matrix to form the 1x3 matrix, is 1.

Itis mathematically possible to multiply a 1x3 matrix with
a3x3 matrix. The result of the multiplication is a 1x3 matrix.
For example, the multiplication of

with the
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3-D transform matrix results in the following matrix:

In aspects of this disclosure, to perform clipping for a
desired scissor region, e.g., clipping objects or portions of
objects that reside outside the desired scissor region, GPU 6
may transform the 2-D coordinates of each vertex of the
desired scissor region to coordinates that include more than
two dimensions, e.g., 3-D coordinates or 4-D coordinates. As
described in more detail below, GPU 6 may perform clipping
based on the z coordinate of the 3-D coordinates or 4-D
coordinates. The desired scissor region may be selected by
host processor 4.

Whether GPU 6 transforms the 2-D coordinates of each
vertex to 3-D coordinates or 4-D coordinates may depend on
design considerations, and not necessarily a limitation of
aspects of this disclosure. In general, GPU 6 may transform
the 2-D coordinates of each vertex to any additional dimen-
sion of coordinates. Accordingly, in some examples, GPU 6
may be configured to transform 2-D coordinates to 3-D coor-
dinates or 4-D coordinates. In some examples, GPU 6 may be
configured to transform 2-D coordinates to coordinates that
include more than two dimensions, including more coordi-
nates than 4-D coordinates. For purposes of illustration,
aspects of this disclosure are described in the context where
GPU 6 transforms 2-D coordinates into 4-D coordinates.

To transform the 2-D coordinates of the vertices of a scissor
region into 4-D coordinates, GPU 6 may implement tech-
niques similar to those described above. For example, host
processor 4 may define a scissor region and transmit the
coordinates of the scissorregionto GPU 6. GPU 6 may assign
a numerical identifier to the scissor region. For purposes of
illustration, assume the scissor region is a rectangular scissor
region with four vertices. Each of the four vertices comprises
a 1x2 matrix of 2-D coordinates. GPU 6 may convert each one
of the four 1x2 matrices of 2-D coordinates into four 1x4
matrices. GPU 6 may then multiply each one of the 1x4
matrices with the 4-D transform matrix, e.g., the 4x4 matrix.
In this example, the value of “i” in the 4x4 matrix may be the
numerical identifier of the scissor region.

As one example, assume that the numerical identifier for
the scissor region is 5. Further, assume that the scissor region
includes four vertices with the following 2-D coordinates:
(x1,vy1), (x2,y1), (x1,y2), and (x2, y2). In this example, the
result of the multiplication of each of the four vertices with
the 4-D transform matrix is:

x1 ][22 x1 x2

yL{{yl] |52 ¥2
s , and

5 5 5 5

where the value of “i” in the 4-D transform matrix is 5. In this
example, the 4-D coordinates for the scissor region are as
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10
follows: (x1,vy1,5,1),(x2,y1,5,1),(x1,y2,5,1),and (x2,y2,
5, 1). Accordingly, in some examples, GPU 6 may transform
the 2-D coordinates of the scissor region into coordinates that
include more than two dimensions, e.g., 3-D coordinates and
4-D coordinates, based on the assigned numerical identifier.

After transformation of the 2-D coordinates of the scissor
region into 4-D coordinates, GPU 6 may store a value indica-
tive of the desired scissor region in scissor bufter 18 of display
buffer 10. Examples of display buffer 10 include, but are not
limited to, RAM, ROM, EEPROM, CD-ROM or other optical
disk storage, magnetic disk storage, or other magnetic storage
devices, and flash memory. Although display buffer 10 is
shown as separate from storage device 12, in some examples,
display buffer 10 may be formed as part of storage device 12.

Scissor buffer 18 may be a 2-D matrix of storage units,
where each storage unit within the 2-D matrix may be con-
figured to store a value indicative of the scissor region. The
size of scissor buffer 18 may be the same as the size of display
8. For example, if the size of display 8 is 640 pixels by 480
pixels, scissor buffer 18 may be a 640 by 480 matrix of storage
units that are configured to store values.

As described above, scissor buffer 18 may be configured to
store the values indicative of one or more scissor regions.
Each of the one or more scissor regions may be at different
“depths.” Accordingly, in this sense, scissor buffer 18 may be
considered to be a depth buffer.

Also, as described above, GPU 6 may transform the 2-D
coordinates of the scissor region into coordinates that include
more than two dimensions, e.g., 3-D coordinates or 4-D coor-
dinates. The value indicative of the scissor region may be
based on the coordinates that include more than two dimen-
sions. As one example, the value indicative of the scissor
region may be the z coordinate of the 4-D coordinates.

In some examples, the z coordinate of the 4-D coordinates
may be the same as the numerical identifier of the desired
scissor region. For instance, in the previous example, the z
coordinate of the 4-D coordinates is 5 and the numerical
identifier of the scissor region is also 5. In other words, the
assigned numerical identifier may be the same as at least one
coordinate of the coordinates that include more than two
dimensions, e.g., the z coordinate of the 4-D coordinates.

In aspects of this disclosure, GPU 6 may store the value
indicative of the scissor region at storage units located in
scissor buffer 18 that correspond to the x and y coordinates of
the 4-D coordinates. For example, assume that the 2-D coor-
dinates for the four vertices of the desired scissor region are:
(100, 100), (100, 200), (200, 100), and (200, 200). Also,
assume that the numerical identifier for the desired scissor
region is 10. Based on the techniques described above, after
transformation, the 4-D coordinates for the scissor region are:
(100,100, 10, 1), (100, 200, 10, 1), (200, 100, 10, 1), and (200,
200, 10, 1). In this example, in the storage units located at
(100, 100), (100, 200), (200, 100), and (200, 200) in scissor
buffer 18, GPU 6 may store the value of 10, which indicates
the value indicative of the scissor region.

Furthermore, in some examples, GPU 6 may store the
value indicative of the scissor region in all storage units that
are encompassed by the combination of x andy coordinates of
the 4-D coordinates. For instance, keeping with the previous
example, for all storage units of scissor buffer 18 that are
located between the ends of the x and y coordinates, GPU 6
may store the value of 10. For example, for the storage unit
located at (150, 175) in scissor buffer 18, GPU 6 may store the
value of 10 because both the x and y coordinates, e.g., 150 and
175, respectively, are encompassed by the combination of x
and y coordinates of the 4-D coordinates. For the storage unit
located at (300, 150), GPU 6 may not store the value of 10
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because the x coordinate, i.e., 300, is greater than 200. Simi-
larly, for the storage unit located at (120, 50), GPU 6 may not
store the value of 10 because the y coordinate, i.e., 50, is less
than 100.

Accordingly, in some examples, GPU 6 may store the value
indicative of the scissor region in one or more storage units of
scissor buffer 18 based on the coordinates that include more
than two dimensions, e.g., the 3-D coordinates or the 4-D
coordinates. The value indicative of the scissor region may be
the assigned numerical identifier, e.g., 10 in the previous
example. At least one coordinate, e.g., the z coordinate, of the
coordinates that include more than two dimensions may be
equivalent to the assigned numerical identifier, e.g., the z
coordinate and the assigned numerical identifier are both 10
in the previous example.

To perform clipping for the scissor region, GPU 6 may clip
objects or portions of objects that reside outside the desired
scissor region. For each 2-D coordinate of the objects, GPU 6
may determine whether scissor buffer 18 stores a value
indicative of the scissor region at the storage unit located at
those 2-D coordinates. If the storage unit located at those 2-D
coordinates in scissor buffer 18 stores a value indicative of the
scissor region, GPU 6 may generate pixel values for the pixels
within the objects or portions of objects, as described in more
detail below. GPU 6 may then store the generated pixel values
of the object in a storage unit located at the corresponding
coordinate in color buffer 20 of display buffer 10.

Similar to scissor buffer 18, color buffer 20 may be a 2-D
matrix of storage units, where each storage unit within the
2-D matrix may be configured to store pixel values for pixels
of'display 8 that are encompassed by the objects or portions of
objects resulting from the clipping. The size of color buffer 20
may be the same size of scissor buffer 18, which may be the
same size as display 8.

For instance, like scissor buffer 18, color buffer 20 may
include 640 by 480 storage units that are configured to store
pixel values if the size of display 8 is 640 pixels by 480 pixels.
As one example, to store pixel values for a pixel located at
(140, 150) on display 8, GPU 6 may store the pixel values for
the pixel in the storage unit located at (140, 150) in color
butfer 20.

Aspects ofthis disclosure may allow GPU 6 to store a value
indicative of a scissor region in scissor buffer 18 and perform
clipping relative to the scissor region without clearing scissor
buffer 18 for each scissor region. Clearing of scissor buffer 18
may comprise setting all of the storage units of scissor buffer
18 to an initial value. For example, GPU 6 may initially clear
scissor buffer 18 by setting all of the storage units of scissor
buffer 18 to an initial value. Subsequent to the initial clearing
of scissor buffer 18, utilizing the above techniques, GPU 6
may store the value indicative of a first scissor region in
appropriate storage units of scissor buffer 18, and clip objects
or portions of objects relative to the first scissor region. Then,
without needing to clear scissor buffer 18, GPU 6 may store
the value indicative of a second scissor region in appropriate
storage units of scissor buffer 18, and clip object or portions
of objects relative to the second scissor region, and so forth.

Repeated clearing of scissor buffer 18 may be bandwidth
expensive and may require additional processing time, which
may delay rendering of the pixels. In some instances, host
processor 4 may generate ten or more scissor regions.
Repeated clearing of scissor buffer 18 for each of the ten or
more scissor regions may delay final rendering of the pixels.
Accordingly, in some non-limiting examples, aspects of this
disclosure may promote efficient bandwidth utilization that
may accelerate rendering of the pixels.
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In some aspects of this disclosure, GPU 6 may be config-
ured for 2-D processing of scissor regions and objects, but
may utilize 3-D or 4-D processing techniques to promote
efficient bandwidth utilization. For example, host processor 4
and GPU 6 may be configured, in some aspects, in accordance
with the OpenVG specification. However, in addition to per-
forming functions in accordance with the OpenVG specifica-
tion, host processor 4 and GPU 6 may be configured to utilize
processing techniques in accordance with the OpenGL speci-
fication, to leverage processing techniques of the OpenGL
specification. For example, host processor 4 and GPU 6 may
be configured to leverage techniques in accordance with
“OpenGL version 4.0,” which was released on Mar. 11, 2010,
“OpenGL ES version 1.1,” which was released on Apr. 24,
2008, and “OpenGL ES version 2.0,” which was released Apr.
22,2009, and “OpenGL version 4.1,” which was released on
Jul. 25, 2010, all of which are available publicly.

As one example, in accordance with the OpenVG specifi-
cation, host processor 4 may be configured to generate scissor
regions and objects only in 2-D coordinates, and no other
dimension. Also, in accordance with OpenVG specification,
GPU 6 may be configured to only receive 2-D coordinates,
and may not be configured to receive coordinates in any other
dimensions. However, host processor 4 may transmit the 2-D
coordinates to GPU 6 in accordance with functions defined in
the OpenGL specification. Furthermore, GPU 6 may execute
OpenGL functions to perform clipping relative to the scissor
regions.

For example, to transmit the 2-D coordinates of the scissor
region to GPU 6, host processor 4 may utilize the glVertex-
Pointer function of OpenGL. The variables of the glVertex-
Pointer function may be the 2-D coordinates of the scissor
region. As another example, as described above, GPU 6 may
initially clear scissor buffer 18. To initially clear scissor buffer
18, GPU 6 may utilize the glClear function of OpenGL. The
variable of the glClear function may be the GL. DEPTH
BUFFER BIT, which may be 0. As yet another example, as
described above, GPU 6 may perform clipping relative to the
scissor region based on the value indicative of the scissor
region. In these instances, GPU 6 may utilize the glTransferf
function of OpenGL. The variable of the gl Transferf function
may be the value indicative of the desired scissor region,
which may be the z coordinate of the transformed 2-D coor-
dinates.

Moreover, in some examples, GPU 6 may utilize various
other functions of OpenGL to promote efficient processing.
For example, GPU 6 may utilize the early depth test function-
ality in accordance with the OpenGL specification. The early
depth test functionality may allow GPU 6 to determine
whether a pixel of an object is occluded by a pixel of another
object. In these instances, GPU 6 may discard the occluded
pixel early, e.g., before rendering the occluded pixel, and may
only process the non-occluded pixel.

In some alternate examples, rather than transforming the
2-D coordinates to 3-D coordinates or 4-D coordinates, host
processor 4 may include additional coordinates with the 2-D
coordinates to generate 3-D or 4-D coordinates. For example,
ifthe coordinates of a vertex of a scissor region are (X, y), host
processor 4 may include a z coordinate to generate 3-D coor-
dinates, e.g., (X, V, Z), or a Zand w coordinate to generate 4-D
coordinates, e.g., (X, ¥, Z, w). Host processor 4 may then
transmit the 3-D coordinates or 4-D coordinates to GPU 6.

However, the bandwidth needed to transmit the additional
coordinates, compared to the bandwidth needed to only trans-
mit the 2-D coordinates may be substantially greater, e.g., by
a factor of almost 50% in some examples. Accordingly, it may
be desirable to transform the 2-D coordinates to 3-D coordi-
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nates or 4-D coordinates in GPU 6, rather than host processor
4 adding and transmitting the additional coordinates.

FIG. 2A is a graphical diagram illustrating a value indica-
tive of a first scissor region stored in storage units of scissor
buffer 18. FIG. 2B is a graphical diagram illustrating a value
indicative of a second scissor region stored in storage units of
scissor buffer 18 after GPU 6 performs clipping on objects or
portions of objects relative to the first scissor region. As
illustrated in FIGS. 2A and 2B, scissor buffer 18 includes a
2-D matrix of storage units. The size of the 2-D matrix of
storage units may be 8x8, as illustrated in FIGS. 2A and 2B.
The top left storage unit of scissor buffer 18 may be located at
(0, 0), and the bottom right storage unit of scissor buffer 18
may be located at (7, 7). The example storage units of scissor
buffer 18, in FIGS. 2A and 2B, are shown for illustration
purposes only. In other examples, scissor buffer 18 may
include more than 8x8 storage units, e.g., 640x480 storage
units, or other possible number of storage units.

The coordinates of the storage units of scissor buffer 18 are
provided for illustration purposes only, and should not be
considered as limiting. In different examples, the coordinate
of'the storage unit located at the bottom left may be (0, 0), the
coordinate of the storage unit located at the top right may be
(0, 0), or the coordinate of the storage unit located at the
bottom right may be (0, 0). The location of all of the other
storage units of scissor buffer 18 may be based on the storage
unit located at (0, 0).

GPU 6 may first clear scissor buffer 18. To clear scissor
buffer 18, GPU 6 may assign each of the storage units of
scissor buffer 18 the value of 0. The initial value of 0 is
provided for illustration purposes only. In different examples,
GPU 6 may initially assign each of the storage units of scissor
region 18 a value other than 0, e.g., 1. In these examples, GPU
6 may assign the first scissor region the value of 2, and the
second scissor region the value of 3, and so forth. Aspects of
this disclosure are described where the initial value of the
storage units of scissor region 18 is 0.

Based on the above techniques, as shown in FIG. 2A, GPU
6 may store the value indicative of a first scissor region,
shown as scissor region 22, in scissor buffer 18. For example,
GPU 6 may receive the 2-D vertex coordinates of scissor
region 22 from host processor 4. In the example of FIG. 2A,
the vertex coordinates of scissor region 22 are (3, 2), (6, 2), (3,
4), and (6, 4). Because scissor region 22 is the first received
scissor region, GPU 6 may assign the numerical identifier of
1 to scissor region 22.

In this example, GPU 6 may transform the 2-D coordinates
to 4-D coordinates by multiplying the 2-D coordinates with
the 4-D transform matrix, utilizing the above described tech-
niques. The resulting 4-D coordinates for the vertices of scis-
sor region 22 are (3,2,1,1),(6,2,1,1), (3,4, 1, 1), and (6, 4,
1,1). As described above, the z coordinate of the resulting 4-D
coordinates may be the numerical identifier of scissor region
22,e.g., 1.

GPU 6 may then store the numerical identifier, e.g., 1, in
corresponding storage units of scissor buffer 18. In FIG. 2A,
the corresponding storage units of scissor buffer 18 may be a
first set of storage units of scissor bufter 18. For instance, as
shown in FIG. 2A, GPU 6 may store the value of 1 at the
storage units located at (3, 2), (6, 2), (3, 4), and (6, 4) within
scissor buffer 18. Furthermore, GPU 6 may also store the
numerical identifier, e.g., 1, in storage units of scissor buffer
18 that are located within the storage units located at (3, 2), (6,
2), (3, 4), and (6, 4), as shown in FIG. 2A.

GPU 6 may then perform clipping for the objects or por-
tions of objects that are within scissor region 22. For example,
for pixels of display 8 that are within the objects or portions of
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objects that are also encompassed by scissor region 22, GPU
6 may generate pixel values for those pixels and store the
pixel values for those pixels in color buffer 20, and may
discard all other pixels of the objects that reside outside
scissor region 22.

As illustrated in FIG. 2B, GPU 6 may store the value
indicative of a second scissor region, shown as scissor region
24, in scissor buffer 18. In some aspects of this disclosure,
GPU 6 may store the value indicative of scissor region 24, in
scissor buffer 18, without re-clearing scissor buffer 18. For
example, GPU 6 may receive the 2-D vertex coordinates of
scissor region 24 from host processor 4. In the example of
FIG. 2B, the vertex coordinates of scissor region 24 are (0, 3),
(4, 3), (0, 6), and (4, 6). Because scissor region 24 is the
second received scissor region, GPU 6 may assign the
numerical identifier of 2 to scissor region 24.

In this example, GPU 6 may transform the 2-D coordinates
to 4-D coordinates by multiplying the 2-D coordinates with
the 4-D transform matrix, utilizing the above described tech-
niques. The resulting 4-D coordinates for the vertices of scis-
sor region 24 are (0,3,2,1),(4,3,2,1), (0,6, 2, 1), and (4, 6,
2,1). As described above, the z coordinate of the resulting 4-D
coordinates may be the numerical identifier of scissor region
24, e.g., 2. The w coordinate may be the homogenous coor-
dinate.

GPU 6 may then store the numerical identifier, e.g., 2, in
corresponding storage units of scissor buffer 18. In FIG. 2B,
the corresponding storage units of scissor buffer 18 may be a
second set of storage units of scissor buffer 18. For instance,
as shown in FIG. 2B, GPU 6 may store the value of 2 at the
storage units located at (0, 3), (4, 3), (0, 6), and (4, 6) within
scissor buffer 18. Furthermore, GPU 6 may also store the
numerical identifier, e.g., 2, in storage units of scissor buffer
18 that are located within the storage units located at (0, 3), (4,
3), (0, 6), and (4, 6), as shown in FIG. 2B.

In example aspects of this disclosure, GPU 6 may store the
numerical identifier of 2 without re-clearing scissor buffer 18.
For example, as illustrated in the example of FIG. 2B, the
stored values for some of the storage units of scissor buffer 18
may be 2, and the stored values for some of the storage units
of scissor buffer 18 may remain at 1.

GPU 6 may then perform clipping for the objects or por-
tions of objects that are within scissor region 24. For example,
for pixels of display 8 that are within the objects or portions of
objects that are also encompassed by scissor region 24, GPU
6 may generate pixel values for those pixels and store the
pixel values for those pixels in color buffer 20, and may
discard all other pixels of the objects that reside outside
scissor region 24.

FIG. 3 is ablock diagram illustrating example units of GPU
6, of FIG. 1, in further detail. GPU 6 may include region
retriever unit 25, transform and store unit 26, clip unit 28,
vertex shader unit 30, primitive assembler/processor unit 32,
scan converter unit 34, early depth test unit 36, shader filter
and texture unit 38, and blender unit 40. The various units of
GPU 6 may be implemented as hardware, as software
executed on hardware, or a combination of both. In some
examples, vertex shader unit 30, primitive assembler/proces-
sor unit 32, scan converter unit 34, early depth test unit 36,
shader filter and texture unit 38, and blender unit 40 may be
configured in accordance with the OpenGL specification.

Region retriever unit 25 may be configured to receive coor-
dinates of one or more scissor regions from host processor 4.
In aspects of this disclosure, region retriever unit 25 may only
be able to receive 2-D coordinates of the scissor regions, and
may not be able to receive coordinates in any other dimen-
sion. In some examples, the coordinates received by region



US 9,064,343 B2

15

retriever unit 25 may be the coordinates of the vertices of a
scissor region. In some instances, coordinates for only two
vertices may be sufficient to determine all of the coordinates
of the scissor region. For example, region retriever unit 25
may receive the coordinates for the top left and bottom right
vertices. From the top left and bottom right vertices, region
retriever unit 25 may be able to determine the coordinates for
the other vertices.

In some examples, region retriever unit 25 may be config-
ured to assign the retrieved scissor region a numerical iden-
tifier. As one example, if the retrieved scissor region is the first
scissor region, region retriever unit 25 may assign the first
scissor region a numerical identifier of 1. If the retrieved
scissor region is the second scissor region, region retriever
unit 25 may assign the second scissor region a numerical
identifier of 2, and so forth.

Transform and store unit 26 may transform the 2-D coor-
dinates of each of the vertices from 2-D coordinates to coor-
dinates that include more than two dimensions, e.g., 3-D
coordinates or 4-D coordinates, based on the implementation.
For purposes of illustration, transform and store unit 26 may
transform the 2-D coordinates to 4-D coordinates for each
vertex. Transform and store unit 26 may receive the 2-D
coordinates for each vertex of the scissor region, and the
numerical identifier for the scissor region from region
retriever unit 25. Transform and store unit 26 may transform
the 2-D coordinates based on the numerical identifier such
that the z coordinate of the 3-D coordinates or 4-D coordi-
nates is substantially the same as the numerical identifier.

As described above, to transform the 2-D coordinates to
4-D coordinates, transform and store unit 26 may include
additional values with the 2-D coordinates to form a 1x4
matrix for each vertex, e.g., for all four vertices. Transform
and store unit 26 may then multiply each of the four 1x4
matrices with the 4-D transform matrix, e.g., the 4x4 matrix
described above. The “i”” value of the 4x4 matrix may be the
numerical identifier of the scissor region, as described above.
The result of the multiplications may be four 1x4 matrices.
The values of each of the four 1x4 matrices may be the 4-D
coordinates of each of the four vertices. In some instances, the
7 coordinate value of the 4-D coordinates may be the numeri-
cal identifier of the scissor region.

Transform and store unit 26 may store the value indicative
of'the scissor region in corresponding storage units of scissor
buffer 18. In the example of FIG. 3, scissor buffer 18 may
have been previously cleared, e.g., the values of each of the
storage units of scissor buffer 18 may be set to an initial value.
In some examples, the x and y coordinates of the 4-D coor-
dinates may indicate which storage units of scissor buffer 18
should store the value indicative of the scissor region. Trans-
form and store unit 26 may store the value indicative of the
scissor region in the storage units located at the x and y
coordinates in scissor buffer 18 that correspond to each of the
x and y coordinates of the transformed vertices. In some
examples, transform and store unit 26 may store the value
indicative of the scissor region in storage units of scissor
buffer 18 that are within the storage units located at the
corresponding x and y coordinates of the vertices.

Clip unit 28 may receive the value indicative of the scissor
region from transform and store unit 26. Clip unit 28 may also
receive coordinates of one or more objects from host proces-
sor 4. The coordinates of the one or more objects may only be
2-D coordinates, and not coordinates in any other dimension.

Based on the coordinates of the one or more objects and the
value indicative of the scissor region, clip unit 28 may clip
objects or portions of object that reside outside the scissor
region. For instance, clip unit 28 may determine the location
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of'the storage unit within scissor buffer 18 that store the value
indicative of the scissor region. Clip unit 28 may then com-
pare the vertex coordinates of the one or more objects to the
coordinates of the storage units of scissor buffer 18 that store
the value indicative of the scissor region.

Clip unit 28 may provide the vertex coordinates of objects
or portions of objects that reside within the scissor region to
vertex shader unit 30, as well as pixel values of the vertex
coordinates of objects or portions of objects that reside within
the scissor region to vertex shader unit 30. Clip unit 28 may
discard the coordinates of objects or portions of objects that
reside outside the scissor region. In this manner, clip unit 28
may perform clipping of one or more objects.

Vertex shader unit 30 may be configured to calculate light
values for the received pixels based on the received pixel
values and coordinates. Primitive assembler/processor unit
32 may be configured to compute parameters for subsequent
rasterization of the pixels. As one example, primitive assem-
bler/processor unit 32 may compute coefficients of linear
equations for the objects or portions of objects. Scan con-
verter unit 34 may assign the pixels coordinate values relative
to the coordinate values on display 8.

In some examples, GPU 6 may include early depth test unit
36; although, early depth test unit 36 may not be necessary in
every example of GPU 6. Early depth test unit 36 may deter-
mine whether a current pixel is occluded by another pixel. For
instance, in examples where GPU 6 process the scissor
regions in a front-to-back manner, if color buffer 20 already
stores pixels values, for a pixel, at a particular storage unit of
color buffer 20 and the x and y coordinates for a current pixel
is the same as the x and y coordinates of the stored pixel, early
depth test unit 36 may determine whether the stored pixel
occludes the current pixel. Early depth test unit 36 may com-
pare the transparency value of the stored pixel and the current
pixel to determine if the stored pixel occludes the current
pixel.

If the stored pixel occludes the current pixel, early depth
test unit 36 may discard the current pixel. If the stored pixel
does not occlude the current pixel, early depth test unit 36
may pass the pixel to shader filter and texture unit 38 for
additional processing.

Shader filter and texture unit 38 may compute parameters
for interpolation of the pixel values. For example, shader filter
and texture unit 38 may compute linear equations for inter-
polation of pixel values. Based on the interpolation, shader
filter and texture unit 38 may modify the pixel values of the
various pixels such that the objects or portions of objects
appear smooth to a user of device 2. Shader filter and texture
unit 38 may also apply texture to each of the pixels. The
texture may be based on the texture components of the pixel
values. As one example, shader filter and texture unit 38 may
apply 2D or 3D filters to modify the pixel values of the various
pixels such that the objects or portions of objects appear
smooth to the user of device 2.

To apply the 2D or 3D filters, in some instances, shader
filter and texture unit 38 may execute a kernel. A kernel may
be a function declared by shader filter and texture unit 38. The
parameters of the function may be values for 2D or 3D filter-
ing such that the objects or portions of objects appear smooth
to the user of device 2.

Blender unit 40 may be configured to perform alpha test-
ing, fog blending, alpha blending, logic operations, and dith-
ering operations, which may all be performed according to
the OpenGL specification. Blender unit 40 may then store the
result for each pixel in color bufter 20.

FIG. 4 is a flow chart illustrating an example operation of
GPU 6. For purposes of illustration, reference is made to FIG.
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3. Region retriever unit 25, of GPU 6, may receive coordi-
nates for a scissor region (42). The coordinates of the scissor
region may be 2-D coordinates of the vertices of the scissor
region. In some examples, region retriever unit 25 may be
configured to receive only 2-D coordinates, and may not be
configured to receive coordinates in any other dimensions. In
some examples, region retriever unit 25 may also assign a
numerical identifier to the scissor region.

Transform and store unit 26 may be configured to trans-
form the 2-D coordinates to coordinates that include more
than two dimensions, e.g., 3-D coordinates or 4-D coordi-
nates (44). In some examples, transform and store unit 26 may
multiply the received 2-D coordinates with a 3-D transform
matrix to generate the 3-D coordinates. In some examples,
transform and store unit 26 may multiply the received 2-D
coordinates with a 4-D transform matrix to generate the 4-D
coordinates. Transform and store unit 26 may transform the
2-D coordinates based on the numerical identifier such that
the z coordinate of the 3-D coordinates or 4-D coordinates is
substantially the same as the assigned numerical identifier.

Transform and store unit 26 may then store a value indica-
tive of the scissor region in one or more storage units of
scissor buffer 18 based on the coordinates that include more
than two dimensions, e.g., based on the 3-D or 4-D coordi-
nates (46). The value indicative of the scissor region may be
the z coordinate of the 3-D coordinates or 4-D coordinates. In
some examples, scissor buffer 18 may have been initially
cleared. In aspects of this disclosure, transform and store unit
26 may be configured to store the value indicative of the
scissor region without re-clearing scissor buffer 18.

The one or more storage units of scissor buffer 18 may be
the storage units at locations that correspond to the x and y
coordinates of the 3-D or 4-D coordinates of the scissor
region. Furthermore, transform and store unit 26 may be
configured to store the value indicative of the scissor region at
storage units that are encompassed between the storage units
at locations that correspond to the x and y coordinates of the
3-D or 4-D coordinates of the scissor region.

FIG. 5 is a flow chart illustrating another example opera-
tion of GPU 6. For purposes of illustration, reference is made
to FIGS. 1 and 3. GPU 6 may initially clear scissor buffer 18
(48). To clear scissor buffer 18, in some examples, GPU 6
may store the value of 0 in each storage unit of scissor buffer
18. In some alternate examples, GPU 6 may store a value,
other than 0, in each storage unit of scissor buffer 18 to clear
scissor buffer 18. GPU 6 may utilize the glClear function of
the OpenGL specification to clear scissor butfer 18.

As in the example of FIG. 4, region retriever unit 25, of
GPU 6, may receive coordinates of vertices of a scissor region
from host processor 4 (50). For example, host processor 4
may utilize the glVertexPointer function to transmit the coor-
dinates of vertices of the scissor region to region retriever unit
25. The coordinates of the vertices may only be in 2-D coor-
dinates. Region retriever unit 25 may assign a numerical
identifier to the scissor region (52). In one example, if the
coordinates of vertices are for a first scissor region, region
retriever unit 25 may assign the numerical identifier value of
1 to the scissor region, assuming that the initial values of
scissor buffer 18 are 0. If the coordinates of vertices are for a
second scissor region, region retriever unit 25 may assign the
numerical identifier value of 2 to the scissor region, and so
forth. However, if the initial values of scissor buffer 18 are 1,
then for the first scissor region, region retriever unit 25 may
assign the numerical identifier value of 2, for the second
scissor region, region retriever unit 25 may assign the numeri-
cal identifier value of 3, and so forth.
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Transform and store unit 26 may be configured to trans-
form the 2-D coordinates to 3-D coordinates or 4-D coordi-
nates based on the assigned numerical identifier (54). In some
examples, transform and store unit 26 may multiply the
received 2-D coordinates with a 3-D transform matrix to
generate the 3-D coordinates. In some examples, transform
and store unit 26 may multiply the received 2-D coordinates
with a 4-D transform matrix to generate the 4-D coordinates.

As described above, the 3-D transform matrix and the 4-D
transform matrix include the value “i.” In some examples, the
value of “1”” may be the assigned numerical identifier. Accord-
ingly, transform and store unit 26 may utilize the assigned
numerical identifier value to transform the received 2-D coor-
dinates to 3-D coordinates or 4-D coordinates.

Similar to FIG. 4, transform and store unit 26 may then
store a value indicative of the scissor region corresponding
storage units of scissor buffer 18 (56). The value indicative of
the scissor region may be the z coordinate of the 3-D coordi-
nates or 4-D coordinates. The z coordinate of the 3-D coor-
dinates or 4-D coordinates may be substantially the same as
the assigned numerical identifier. In aspects of this disclosure,
transform and store unit 26 may be configured to store the
value indicative of the scissor region without re-clearing scis-
sor buffer 18. By not needing to re-clear scissor buffer 18,
aspects of this disclosure may promote efficient processing.

Clip unit 28 may receive coordinates of one or more objects
from host processor 4 (58). Clip unit 28 may also receive the
value indicative of the scissor region from transform and store
unit 26. Clip unit 28 may clip the objects based on the value
indicative of the scissor region (60). For example, clip unit 28
may utilize the gl Translatef function to clip the objects. The
variable for the gl Translatef function may be the z coordinate
of the 3-D coordinates or 4-D coordinates, which may be
substantially the same as the assigned numerical identifier.

Clip unit 28 may discard objects or portions of objects that
reside outside the scissor region. For the objects or portions of
objects that reside within the scissor region, clip unit 28 may
transmit the coordinates of the objects or portions of objects,
as well as pixel values to various other units of GPU 6 to
perform additional pixel processing. For example, vertex
shader unit 30, primitive assembler/processing unit 32, scan
converter unit 34, early depth test unit 36, shader filter and
texture unit 38, and blender unit 40 may perform additional
pixel processing and store the processed pixels in color buffer
20 (62).

GPU 6 may then determine whether there are any more
scissor regions (64). [fthere are more scissor regions (YES of
64), region receiver unit 25 may receive the coordinates for
the next scissor region (50). In example aspects of this dis-
closure, GPU 6 may receive the coordinates for the next
scissor region, and perform clipping relative to the next scis-
sor region without re-clearing scissor buffer 18. I[f there are no
more scissor regions (NO of 64), GPU 6 may render the pixels
on display 8 (64).

In one or more examples, the functions described may be
implemented in hardware, software executed on hardware,
firmware executed on hardware, or any combination thereof.
In some examples, instructions stored on a computer-read-
able media may cause the hardware components to perform
their respective functions described above. The computer-
readable media may include computer data storage media.
Data storage media may be any available media that can be
accessed by one or more computers or one or more processors
to retrieve instructions, code and/or data structures for imple-
mentation of the techniques described in this disclosure. By
way of example, and not limitation, such computer-readable
media can comprise RAM, ROM, EEPROM, CD-ROM or
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other optical disk storage, magnetic disk storage, or other
magnetic storage devices, flash memory, or any other medium
that can be used to carry or store desired program code in the
form of instructions or data structures and that can be
accessed by a computer. Combinations of the above should
also be included within the scope of computer-readable
media.

The code may be executed by one or more processors, such
as one or more DSPs, general purpose microprocessors,
ASICs, FPGAs, or other equivalent integrated or discrete
logic circuitry. Accordingly, the term “processor,” as used
herein may refer to any of the foregoing structure or any other
structure suitable for implementation of the techniques
described herein. In addition, in some aspects, the function-
ality described herein may be provided within dedicated
hardware and/or software modules configured for encoding
and decoding, or incorporated in a combined codec. Also, the
techniques could be fully implemented in one or more circuits
or logic elements.

The techniques of this disclosure may be implemented in a
wide variety of devices or apparatuses, including a wireless
handset, an integrated circuit (IC) or a set of ICs (e.g., a chip
set). Various components, modules, or units are described in
this disclosure to emphasize functional aspects of devices
configured to perform the disclosed techniques, but do not
necessarily require realization by different hardware units.
Rather, as described above, various units may be combined by
a collection of interoperative hardware units, including one or
more processors as described above, in conjunction with suit-
able software and/or firmware.

Various examples have been described. These and other
examples are within the scope of the following claims.

The invention claimed is:

1. A method comprising:

receiving, with a graphics processing unit (GPU) that is

configured to receive two dimensional (2-D) coordi-
nates, 2-D coordinates of a scissor region;
transforming the 2-D coordinates of the scissor region into
coordinates that include more than two dimensions to
include a numerical identifier for the scissor region as
one of the coordinates for the more than two dimensions;
storing the numerical identifier for the scissor region in one
or more storage units of a scissor buffer based on the
coordinates that include more than two dimensions;
receiving coordinates of one or more objects;

clipping the one or more objects based on the stored

numerical identifier; and

rendering pixels of the clipped one or more objects.

2. The method of claim 1, wherein transforming the 2-D
coordinates of the scissor region into coordinates that include
more than two dimensions comprises transforming the 2-D
coordinates of the scissor region into at least one of 3-D
coordinates and 4-D coordinates.

3. The method of claim 2, wherein transforming the 2-D
coordinates of the scissor region into the 3-D coordinates
comprises multiplying the 2-D coordinates of the scissor
region with a 3-D transform matrix.

4. The method of claim 3, wherein the 3-D transform
matrix comprises
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and wherein 1 equals the numerical identifier of the scissor
region.

5. The method of claim 2, wherein transforming the 2-D
coordinates of the scissor region into the 4-D coordinates
comprises multiplying the 2-D coordinates of the scissor
region with a 4-D transform matrix.

6. The method of claim 5, wherein the 4-D transform
matrix comprises

o o O
o D = O
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and wherein 1 equals the numerical identifier of the scissor
region.
7. The method of claim 1, further comprising assigning the
numerical identifier to the scissor region.
8. The method of claim 1, further comprising initially
clearing the scissor buffer, wherein storing the numerical
identifier for the scissor region in one or more storage units of
a scissor buffer comprises storing the numerical identifier for
the scissor region in the one or more storage units of the
scissor buffer without re-clearing the scissor buffer.
9. The method of claim 1, wherein the scissor region com-
prises a first scissor region, and wherein the one or more
storage units comprise a first set of storage units, the method
further comprising:
receiving 2-D coordinates of a second scissor region;
transforming the 2-D coordinates of the second scissor
region into at least one of 3-D coordinates and 4-D
coordinates, wherein one of the coordinates of the at
least one of the 3-D coordinates and the 4-D coordinates
includes a numerical identifier for the second scissor
region; and
storing the numerical identifier for the second scissor
region in a second set of storage units of the scissor
buffer without clearing the scissor buffer based on at
least one of the 3-D coordinates and 4-D coordinates.
10. The method of claim 1, wherein the 2-D coordinates of
the scissor region comprise 2-D coordinates for each vertex of
the scissor region.
11. An apparatus comprising:
a scissor buffer;
a first unit configured to receive two dimensional (2-D)
coordinates of a scissor region, wherein the first unit is
configured to receive 2-D coordinates; and
a second unit configured to:
transform the 2-D coordinates of the scissor region into
coordinates that include more than two dimensions to
include a numerical identifier for the scissor region as
one of the coordinates for the more than two dimen-
sions;

store the numerical identifier for the scissor regionin one
ormore storage units of the scissor bufter based on the
coordinates that include more than two dimensions;

receive coordinates of one or more objects;

clip the one or more objects based on the stored numeri-
cal identifier; and

render pixels of the clipped one or more objects,

wherein at least one of the first unit and the second unit is

formed at least partially in hardware.

12. The apparatus of claim 11, wherein the first unit com-
prises a region retriever unit, and the second unit comprises a
transform and store unit.
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13. The apparatus of claim 11, further comprising a graph-
ics processing unit (GPU), wherein the GPU includes the first
and second units.

14. The apparatus of claim 11, further comprising a host
processor configured to transmit the 2-D coordinates of the
scissor region to the first unit.

15. The apparatus of claim 11, wherein the second unit is
configured to transform the 2-D coordinates of the scissor
region into at least one of 3-D coordinates and 4-coordinates
to transform the 2-D coordinates into the coordinates that
include more than two dimensions.

16. The apparatus of claim 15, wherein second unit is
configured to multiply the 2-D coordinates of the scissor
region with a 3-D transform matrix to transform the 2-D
coordinates into the 3-D coordinates.

17. The apparatus of claim 16, wherein the 3-D transform
matrix comprises

[
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and wherein 1 equals the numerical identifier of the scissor
region.

18. The apparatus of claim 15, wherein second unit is
configured to multiply the 2-D coordinates of the scissor
region with a 4-D transform matrix to transform the 2-D
coordinates into the 4-D coordinates.

19. The apparatus of claim 18, wherein the 4-D transform
matrix comprises

o o O
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and wherein 1 equals the numerical identifier of the scissor
region.

20. The apparatus of claim 11, wherein the first unit is
further configured to assign the numerical identifier to the
scissor region.

21. The apparatus of claim 11, further comprising a graph-
ics processing unit (GPU) configured to initially clear the
scissor buffer, wherein the second unit is configured to store
the numerical identifier for the scissor region without the
GPU re-clearing the scissor buffer.

22. The apparatus of claim 11,

wherein the scissor region comprises a first scissor region,

wherein the one or more storage units comprise a first set of

storage units,

wherein the first unit is further configured to receive 2-D

coordinates of a second scissor region,

wherein the second unit is further configured to:

transform the 2-D coordinates of the second scissor
region into at least one of 3-D coordinates and 4-D
coordinates, wherein one of the coordinates of the at
least one of the 3-D coordinates and the 4-D coordi-
nates includes a numerical identifier for the second
scissor region; and

store the numerical identifier for the second scissor
region in a second set of storage units of the scissor
buffer without clearing the scissor buffer.
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23. The apparatus of claim 11, wherein the 2-D coordinates
of'the scissor region comprise 2-D coordinates of each vertex
of the scissor region.

24. An apparatus comprising:

means for receiving two dimensional (2-D) coordinates of

a scissor region, wherein the means for receiving is
configured to receive 2-D coordinates;

means for transforming the 2-D coordinates of the scissor

region into coordinates that include more than two
dimensions to include a numerical identifier for the scis-
sor region as one of the coordinates for the more than
two dimensions;

means for storing the numerical identifier for the scissor

region in one or more storage units of a scissor buffer
based on the coordinates that include more than two
dimensions;

means for receiving coordinates of one or more objects;

means for clipping the one or more objects based on the

stored numerical identifier; and

means for rendering pixels of the clipped one or more

objects,

wherein at least one of the means for receiving, transform-

ing, and storing is implemented at least partially in hard-
ware.

25. The apparatus of claim 24, wherein the means for
transforming the 2-D coordinates of the scissor region into
coordinates that include more than two dimensions comprises
means for transforming the 2-D coordinates of the scissor
region into at least one of 3-D coordinates and 4-D coordi-
nates.

26. The apparatus of claim 25, wherein the means for
transforming the 2-D coordinates of the scissor region into the
3-D coordinates comprises means for multiplying the 2-D
coordinates of the scissor region with a 3-D transform matrix.

27. The apparatus of claim 26, wherein the 3-D transform
matrix comprises
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and wherein 1 equals the numerical identifier of the scissor
region.

28. The apparatus of claim 25, wherein the means for
transforming the 2-D coordinates of the scissor region into the
4-D coordinates comprises means for multiplying the 2-D
coordinates of the scissor region with a 4-D transform matrix.

29. The apparatus of claim 28, wherein the 4-D transform
matrix comprises

o O O
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and wherein 1 equals the numerical identifier of the scissor
region.

30. The apparatus of claim 24, further comprising means
for assigning the numerical identifier to the scissor region.

31. The apparatus of claim 24, further comprising means
for initially clearing the scissor buffer, wherein the means for
storing the numerical identifier for the scissor region in one or
more storage units of a scissor buffer comprises means for
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storing the numerical identifier for the scissor region in the
one or more storage units of the scissor buffer without re-
clearing the scissor buffer.

32. The apparatus of claim 24, wherein the scissor region
comprises a first scissor region, and wherein the one or more
storage units comprise a first set of storage units, the appara-
tus further comprising:

means for receiving 2-D coordinates of a second scissor

region;

means for transforming the 2-D coordinates of the second

scissor region into at least one of 3-D coordinates and
4-D coordinates, wherein one of the coordinates ofthe at
least one of the 3-D coordinates and the 4-D coordinates
includes a numerical identifier for the second scissor
region; and

means for storing the numerical identifier for the second

scissor region in a second set of storage units of the
scissor bufter without clearing the scissor buffer.
33. The apparatus of claim 24, wherein the 2-D coordinates
of'the scissor region comprise 2-D coordinates for each vertex
of the scissor region.
34. A non-transitory computer-readable storage medium
comprising instructions that cause one or more processors,
upon reception of two dimensional (2-D) coordinates of a
scissor region, to:
transform the 2-D coordinates of the scissor region into
coordinates that include more than two dimensions to
include a numerical identifier for the scissor region as
one of the coordinates for the more than two dimensions;

store the numerical identifier for the scissor region in one or
more storage units of a scissor buffer based on the coor-
dinates that include more than two dimensions;

receive coordinates of one or more objects;

clip the one or more objects based on the stored numerical
identifier; and
render pixels of the clipped one or more objects,

wherein the one or more processors are configured to
receive only 2-D coordinates.

35. The computer-readable storage medium of claim 34,
wherein the instructions that cause the one or more processors
to transform the 2-D coordinates of the scissor region into
coordinates that include more than two dimensions comprise
instructions that cause the one or more processors to trans-
form the 2-D coordinates of the scissor region into at least one
of 3-D coordinates and 4-D coordinates.

36. The computer-readable storage medium of claim 35,
wherein the instructions that cause the one or more processors
to transform the 2-D coordinates of the scissor region into the
3-D coordinates comprise instructions that cause the one or
more processors to multiply the 2-D coordinates of the scissor
region with a 3-D transform matrix.

37. The computer-readable storage medium of claim 36,
wherein the 3-D transform matrix comprises
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and wherein 1 equals the numerical identifier of the scissor
region.

38. The computer-readable storage medium of claim 35,
wherein the instructions that cause the one or more processors
to transform the 2-D coordinates of the scissor region into the
4-D coordinates comprise instructions that cause the one or
more processors to multiply the 2-D coordinates of the scissor
region with a 4-D transform matrix.

39. The computer-readable storage medium of claim 38,
wherein the 4-D transform matrix comprises
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and wherein 1 equals the numerical identifier of the scissor
region.
40. The computer-readable storage medium of claim 34,
further comprising instructions that cause the one or more
processors to assign the numerical identifier to the scissor
region.
41. The computer-readable storage medium of claim 34,
further comprising instructions that cause the one or more
processors to initially clear the scissor buffer, wherein the
instructions that cause the one or more processors to store the
numerical identifier for the scissor region in one or more
storage units of a scissor buffer comprise instructions that
cause the one or more processors to store the numerical iden-
tifier for the scissor region in the one or more storage units of
the scissor buffer without re-clearing the scissor buffer.
42. The computer-readable storage medium of claim 34,
wherein the scissor region comprises a first scissor region,
and wherein the one or more storage units comprise a first set
of' storage units, the computer-readable storage medium com-
prising further instructions that cause the one or more proces-
sors to:
receive 2-D coordinates of a second scissor region;
transform the 2-D coordinates of the second scissor region
into at least one of 3-D coordinates and 4-D coordinates,
wherein one of the coordinates of the at least one of the
3-D coordinates and the 4-D coordinates includes a
numerical identifier for the second scissor region; and

store the numerical identifier for the second scissor region
in a second set of storage units of the scissor buffer
without clearing the scissor buffer.

43. The computer-readable storage medium of claim 34,
wherein the 2-D coordinates of the scissor region comprise
2-D coordinates for each vertex of the scissor region.
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